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The purpose of this research was to design teaching material to support students in learning of 
narrative text reading with the local folklore comic. The researcher took the folklore from West 
Kalimantan story book collection. The method of this research was a development research. In 
conducting this research, the researcher used ADDIE approach (Analyze, Design, Develop, 
Implement, and Evaluation). The first three phases were the phases that the researcher used in 
doing the research. To design the product, the researcher first analyzed the students and teacher 
condition and also their problems and needs toward English teaching and learning process. After 
that the researcher selected and collected the interesting materials then started to make a comic. 
Futhermore, the researcher asked two experts to validate the comic whether it was appropriate or 
not to support the teaching and learning process of narrative text reading by using an assessment 
rubric. The result shows that the product was classified as Very Good with the score of percentage 
93%. It meant that the comic can be used to support teaching and learning narrative text reading. 
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Reading plays an important role because in 
language learning, reading is considered one of 
the most important lessons for the learner (Chou, 
2010). The teacher have to find an interesting text 
for students in teaching reading such as joke from 
a magazine, a brochure about Disneyland, or 
anything that is colorful and fun (Akgün, 1997). 
By reading the interesting texts, students can 
increase their vocabulary knowledge and reading 
rate, both of which are an important part of 
reading comprehension (Chou, 2010). Therefor, it 
can ease the students to understand the texts in 
the learning process. 
Students may read various texts such as 
narrative text. This type of text tells a story or 
past event and entertains the readers. In learning 
a narrative text, the students may read materials 
in local culture context that is close to students’ 
life. Readers may comprehend text easily on 
familiar topics but are less successful at 
comprehending texts on unfamiliar topics 
(Caldwell, 2014). 
Futhermore, Moats (2015)  states that the 
elements of narrative text consists of five parts, 
they are: 1) Vocabulary, For both primary and 
secondary students this element of narrative text 
is crucial to comprehension. 2) Characters, 
Characters is the personality of each character 
that play important roles in the story. 3) Plot, Plot 
is selection and arrangement of incidents that 
give a story focus. It is about how and why 
certain events happen. 4) Setting, Setting informs 
the reader of where the story takes place. 5) 
Theme, Theme is a central meaning of the text. 
Based on the interview with an English 
teacher from Public Junior High School 10 
Pontianak, fomally called in Indonesian as “SMP 
Negeri 10 Pontianak”, In teaching and learning 
process of narrative text reading, the teacher 
found some problems. The students become 
unmotivated and difficult in comprehending the 
text because the story comes without texts and 
also the story is unfamiliar to the students. Then, 
the teacher only used one book as a main 
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material. Therefore, it also effect students’ 
motivation in learning. 
Due to the absence of local narrative text 
based on the local cultures, the students informed 
that they will be interested to read folklore 
fromWest Kalimantan completed with pictures 
and colors. In addition to the compulsory 
textbook used in the classroom, it is significant to 
provide supplementary reading material to 
support teaching narrative text reading containing 
the local cultures around the students. Thus, the 
researcher decides to design comic as local 
folklore based-materials to support narrative text 
reading which is based on the teacher and 
students’ needs. 
The comic designed by concept such as 
physical appearance of the comic, linguistic 
acceptance in context, and pedagogy. Physical 
appearance meant the color, font, and picture of 
the comic. Linguistic acceptance in the context 
meant the language use is appopriate for students 
and easy to understand. Pedagogy meant the 
story should have educational values and 
significance for students. Futhermore, the product 
will be used as supplementary materials to 
support teaching narrative text reading. It can be 
seen from some phrases and words used. For 
example, in the beginning of the story, there were 
“once upon a time” which marked the time of 
story. In order to make students interested, the 
expressions of the characters in the story would 
be illustrated in the comic thus, it made the 
students get the real pictures of what’s 
happening. Therefore, Yang (2013) states that 
comic is one of the authentic materials as well as 
supplementary materials that are suitable for 
students to arise their interest and increase their 
motivation in learning. The explanation before 
shows that comic is suitable to support the 




The researcher used an instructional design; 
ADDIE Approach. According to Branch (2009), 
the several phases are Analyze, Design, Develop, 
Implement and Evaluate (ADDIE). In this 
research, the researcher only conducted the three 
phases in designing the product. They are 
Analyze, Design, and Development (ADD).  
Participants  
The participants of this research were an 
English teacher and the students in class VIII C 
of Public Junior High School 10, Pontianak. 
There were 36 students in the class VIII C. In 
conducting the need analysis phase, the 
researcher chose both an English teacher and the 
students in class VIII C of Public Junior High 
School 10, Pontianak. Afterward, the researcher 
chose expert validation as the participant to 
evaluate and validate the design criteria and 
content criteria of The Crying Stone by using 
assessment rubric. The expert validators were an 
English teacher in Year-8 of Public Junior High 
School 10, Pontianak and a lecturer of English 
Education Study Program in Tanjungpura 
University who had specialization in language 
feature, local content material, reading material, 
and material design. 
 
Tools for Data Collection 
There are four tools for data collection that 
used in conducting this research. They are 
interview, questionnaire, documentation, and 
assessment rubric. The researcher used an 
interview to do a need analysis from teacher’s 
side. The interview was used in analyze phase to 
know about the problems and needs of the 
teacher in teaching narrative text reading. 
Questionnaire was used in the analysis phase 
to know about the students’ needs in learning 
narrative text reading. To get the data, the 
researcher chose class VIII C in Public Junior 
High School 10, Pontianak to fill in the 
questionnaire. 
Documentation was used as a technique for 
finding Wesr Kalimantan folklores from various 
sources, such as books, articles, or internet. In 
this case, the documentation has been conducted 
by the researcher. The researcher chose the story 
entitled “Batu Menangis” from Desa Munggu, 
Kecamatan Ngabang. 
In development phase, the product of the 
learning material that used local folklore in comic 
was created by the researcher and the 
collaborator based on the design phase.  To know 
the product was appropriate or not to support 
learning of narrative text reading, the researcher 
used the assessment rubric to be given to the 
expert validators. The assessment focuses on the 
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criteria of material design from Rose (2007) and 
criteria content in material design from 
Tomlinson (2011). The result of assessment was 
generalized by using an instrument formulated by 
Walker (2013) in a form of formula which shows 
below: 
 
P =  
𝑟𝑒𝑠𝑢𝑙𝑡 𝑠𝑐𝑜𝑟𝑒
𝑎𝑚𝑜𝑢𝑛𝑡 𝑜𝑓 𝑝𝑜𝑖𝑛𝑡 𝑋 𝑎𝑚𝑜𝑢𝑛𝑡 𝑜𝑓 𝑐𝑎𝑡𝑒𝑔𝑜𝑟𝑖𝑒𝑠
 × 100 
 
P = Percentage 
* result score = the result from assessment rubric 
* amount of points = the organization (very good, 
good, poor, bad) 
* amount of categories = the design criteria and 
content criteria  
 
The score result was in the percentage and it 
was measured by the following table in order to 
convert it into category. 
 
Table 1 





76 – 100 Very Good Do not revise 
49 – 75 Good Do not revise 
26 – 50 Poor Revise 
0 - 25 Bad Revise 
 
If the result of the product is 76-100 %, the 
product was considered as very good and does 
not need to be revised, 49-75 % was considered 
as good and does not need to be revised, 26-
50% was considered as poor  and need to be 
revised, and then 0-25% was considered as bad 
and need to be revised.  
 
RESEARCH FINDINGS AND 
DISCUSSION 
Research Findings 
1. Analysis Phase 
In Analyze phase, the researcher analyzed 
the students and teacher condition in order to 
find the problems and their needs. The analysis 
of the learning condition was needed related to 
the product that was designed to solve the 
students’ problem. It was really important to 
consider in designing the product for students 
because it was a basis for making the product 
better. 
First of all the researcher analyze the 
students’ condition. This research was 
conducted in Public Junior High School 10, 
Pontianak. The researcher took class VIII C as 
research participant. The researcher found on 
the answer sheets of the students’ questionnaire 
that they need to learn through different way of 
teaching and learning process. Their enthusiasm 
in learning narrative text reading through the 
authentic material that consist of texts, pictures, 
and colors but were not really supported by the 
teacher. This condition affected the students to 
be uninterested, unmotivated and less 
participating in the process of learning the 
language. The second analysis was based on the 
teacher explanation that the teacher only used a 
textbook in teaching narrative text reading. 
Therefore, the teacher needs supplementary 
material to support teaching and learning 
narrative text reading. 
Finally, the analysis of students and teacher 
proved that the comic that would be designed 
by the researcher would be a suitable solution 
to overcome students’ problem, since it is 
simple, effective and interesting for students. 
 
2. Design Phase 
In this phase, the researcher and the 
collaborator designed the first draft of the 
materials based on the need analysis data, the 
result of the interview, the result of the 
questionnaire as well as the analysis of the 
documentation. To create a good quality and 
appropriate draft of comic to support teaching 
narrative text reading, the researcher took some 
steps in drafting, they are: selecting and 
collecting the interesting materials from West 
Kalimantan book collection, reconstructing the 
folklore and choosing the software. 
The folklore of West Kalimantan that was 
chosen by researcher was The Crying Stone 
from Desa Munggu, Kecamatan Ngabang. The 
researcher chose this folklore because there was 
moral value that can be taught for students. The 
researcher adopted and adapted the story from a 
book entitled “Rangkaian Cerita Rakyat 
Nusantara Dari Kalimantan Barat” By 
Syafaruddin Usman MHD, S.Pd. 
After the folklore has already chosen, the 
researcher reconstructed the folklore before 
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creating the illustration. In constructing the 
folklore, the researcher followed some 
guidelines such as first, finding the essence of 
the story and second, creating the script to be 
developed. In understanding the story, the 
researcher read the whole folklore and analyzed 
the folklore from the title, identified the main 
character, identified the plot or the situation, 
pay attention to the settings, and found the 
crucial moments such as conflict, the moral and 
the conclusion of the story. In creating the 
script, the researcher remade the folklore into a 
simple story in order to match with the 
students’ level and needs. This is an important 
part in order to illustrate the story, the 
researcher believe that a good script will also 
produce a good illustration. 
In designing the comic, the researcher did 
the comic with the collaborator. The researcher 
and the collaborator chose the Manga studio 
application and Adobe Photoshop in creating 
the comic. In making storyboard, sketching, and 
giving the ink the researcher and the 
collaborator used Manga studio application 
while in coloring the layout and setting the 
balloons the researcher and the collaborator 
used Adobe Photoshop. 
 
3. Development Phase 
a. Making storyboard 
Storyboard is the first step of creating 
comic. In this step, the researcher and the 
collaborator made the description of the story 
by creating draft in form of panel and page 
layout. Then, the characters of the story would 
be drawn. After that, in drawing the characters, 
there were some things to notice.  They were 
how the pose of the characters and the position 
of the balloon. Furthermore, the additional 
effect may be added to show the expression of a 
character expresses. The application used in this 
step was Manga Studio Application. 
 
 
Picture 1. Making storyboard 
 
b. Drawing rough sketch 
This is the second step of creating comic. 
The aim of drawing the rough sketch was to 
shape the characters and the background that 
have been made in the storyboard. 
 
Picture 2. Drawing rough sketch 
 
c. Giving the ink 
In this step, the characters and the 
background that have been made in the 
previous step would be given the ink. 
 
Picture 3. Giving the ink 
 
d. Coloring the layout 
After giving the ink, the next step was 
coloring the layout. In this step, the researcher 





Picture 4. Coloring the layout 
 
e. Setting the balloons 
Adobe photoshop was also used in this step 
to set the balloon. It eases the researcher and the 
collaborator to insert the text. 
 
 
Picture 5. Setting the balloons 
 
f. Saving the pictures 
The results of finishing was saved in form of 
JPG so that it can be printed out. 
 
Picture 6. Saving the pictures 
 
g. Expert Validation 
The assessment rubric consists of eleven 
assessments. The expert validators are an 
English teacher in Year-8 of Public Junior High 
School 10, Pontianak and a lecturer of English 
Education Study Program in Tanjungpura 
University.  
Based on the result of the assessment rubric, 
the data of expert validators were analyzed by 
using formula adapted from Walker’s 
Instrument (2013). The result of evaluation was 
described below: 
1. The result of assessment rubric by the expert 
(an English teacher in Year-8 of Public Junior 
High School 10, Pontianak) 
 
P =  
𝑟𝑒𝑠𝑢𝑙𝑡 𝑠𝑐𝑜𝑟𝑒
𝑎𝑚𝑜𝑢𝑛𝑡 𝑜𝑓 𝑝𝑜𝑖𝑛𝑡 𝑋 𝑎𝑚𝑜𝑢𝑛𝑡 𝑜𝑓 𝑐𝑎𝑡𝑒𝑔𝑜𝑟𝑖𝑒𝑠
 × 100 
 
       = 
41
𝟒 𝒙 𝟏𝟏= 𝟒𝟒
  X 100 
 
        = 93 % 
 
2. The result of assessment rubric by the expert 
(a lecturer of English Education Study Program 
in Tanjungpura University) 
 
P =  
𝑟𝑒𝑠𝑢𝑙𝑡 𝑠𝑐𝑜𝑟𝑒
𝑎𝑚𝑜𝑢𝑛𝑡 𝑜𝑓 𝑝𝑜𝑖𝑛𝑡 𝑋 𝑎𝑚𝑜𝑢𝑛𝑡 𝑜𝑓 𝑐𝑎𝑡𝑒𝑔𝑜𝑟𝑖𝑒𝑠
 × 100 
 
       = 
41
𝟒 𝒙 𝟏𝟏= 𝟒𝟒
  X 100 
 
        = 93 % 
 





76 – 100 Very Good Do not revise 
49 – 75 Good Do not revise 
26 – 50 Poor Revise 
0 - 25 Bad Revise 
 
Based on the result of evaluation above, the 
researcher obtained 93% for the product which 
considered as very good and do not revise as 
the table shows above. It meant the comic is 
appropriate and acceptable for classroom use to 




This research was established based on the 
learning problems and needs of the students in 
Year-8 of Public Junior High School 10, 
Pontianak. The researcher tried to solve the 
problems and fulfill the needs by designing and 
developing a comic to support the teaching and 
learning process of narrative text reading. The 
researcher used a development research as the 
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method in conducting the research. This method 
consist of five phases such as Analysis phase, 
Design phase, Develop phase, Implement 
phase, and Evaluate phase (Branch, 2009). In 
the process of this research, the researcher used 
Analysis phase, Design phase, and Develop 
phase. 
First of all was Analysis phase. Analysis 
phase was conducted in order to find the 
information about the problems that the teacher 
and students faced and also the needs before the 
researcher designed and developed the product. 
The information which were gained by the 
researcher such as the condition of the teacher, 
the problems that the teacher faced and also the 
teacher’s needs toward the teaching process of 
narrative text reading. After that, the 
information from the condition of the students, 
the problems that the students faced, and also 
the students' needs toward the teaching process 
of narrative text reading. Furthermore, the 
textbook used by the teacher in conducting the 
lesson. These information would be used to 
solve the teaching and learning problems, to 
fulfill their needs, and to decide the suitable 
materials that will be used in designing and 
developing the product.  
The second is Design phase. Design phase 
was conducted based on the Analysis phase. In 
the Design phase,  the researcher selected and 
collected the interesting materials from West 
Kalimantan story book collection. The 
researcher chose the story entitled The Crying 
Stone from Desa Munggu, Kecamatan 
Ngabang. Then, the researcher simplifies the 
story for adapting to students’ learning 
condition and skill level. This is in line with 
Bazo (2002) who stated that in order to make 
students interested in reading, teachers must 
choose the texts by considering not only the 
difficulty level, but also the students’ interest. 
Therefore, the researcher read the whole 
folklore and remade the folklore into a simple 
story in order to match with the students’ level 
and needs. This is an important part in order to 
illustrate the story, the researcher believed that 
a good script will also produce a good 
illustration. 
Develop phase is the last step in conducting 
this research. It continued the previous phase 
that is Design phase. In Develop phase, the 
researcher starts making The Crying Stone 
Comic. The researcher and the collaborator 
used manga studio application and adobe 
photoshop in making the comic. The software 
helped in designing the product, since the 
software provided with the appropriate paper 
size, fonts, colors, shapes, etc. Thus, the printed 
form of the product was appropriate with the 
standard of printing and easy for the teacher and 
students to follow the materials contained in the 
product. 
After creating and developing the comic of 
The Crying Stone, the researcher use an 
assessment rubric to know whether this comic 
is appropriate and usable to support the 
teaching and learning of narrative text reading 
or not. In this part, The Crying Stone Comic 
was assessed by giving the students 
questionnaire and taking the expert validations 
in an assessment rubric. The questionnaire was 
provided based on some questions and the 
assessment rubric was provided based on the 
criteria of material design and criteria of 
content in material design. Based on the result 
of two expert validators by using an assessment 
rubric, The Crying Stone Comic as the prooduct 
of this research has a Satisfactory result with 
the percentage 93%. It meant The Crying Stone 
Comic was Very good and no need to be 
revised. Finally, The Crying Stone Comic was 
appropriate and acceptable for classroom use 
particularly to support teaching and learning of 
narrative text reading. 
 
CONCLUSIONS AND SUGGESTIONS 
Conclusions 
Referring to this research, the researcher 
needs to make conclusions and suggestions. 
The conclusions of this research are: (1) In the 
Public Junior High School 10, Pontianak, the 
main problems in learning process are the lack 
of available materials which appropriate with 
students’ level, the materials are not interesting 
and the materials are not close to students’ life. 
Therefore, those problems can be overcome by 
using comic. (2) The comic is based on West 
Kalimantan folklore, the title is The Crying 
Stone. (3) The illustration in the story is able to 
represent the story, attract the reader, and 
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promote the culture heritage. (4) The Crying 
Stone Comic has good quality in term of design 
and content criteria based on the experts’ 
assessment. (5) Using The Crying Stone Comic 
is able to support teaching reading on narrative 
text in Year-8 students of Public Junior High 
School 10, Pontianak. 
 
Suggestions 
Based on the conclusion above, the 
researcher like to provide some constructive 
suggestions as follow: (1) In designing 
materials, consider the selection of the experts 
to assess the product to achieve a valid 
assessment. (2) The Crying Stone Comic is best 
used as an interesting narrative text materials 
for teaching and learning process. The teachers 
are required to design activities in order to meet 
the learning targets in the classroom. (3) The 
Crying Stone Comic designed by the researcher 
are used at schools which use Curriculum 2013 
and also recommended for the schools which 
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